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This document presents a sets of rules to play a Tabletop version of a CYOA (Create Your Own Adventure) about THWERGIRLS. 


You play as an Adventurer who is trying to rescue kidnapped Princesses that are held inside various TOWERS, before the 
DRAGON BRINGESS awakes and burns down everything. You can only save some of them, so choose wisely. 

You can choose what princess you prefer to save, by looking at the Charts or the Princesses List, then use the rules from this 
document to play the game, since by default the THWERGIRLS Charts are just based on pretending, with 0 actual effort. 


Core Rules cover both Single Player and Multiplayer, with Multiplayer having its own section. 


To play the game you just need a single six-faced die, aka the d6, which is used for everything (but maybe a few more dice 
wouldn't hurt), and your imagination. 


The following rules will explain the Core Rules to play the game. 


Using ROLL20 (google it if you don't know what it is) can also be extremely useful for those who have friends interested who do 
not live nearby, or to have a better way to keep things organized and also to create colourful maps (you can also take 
screenshots). 


Seriously, use it. 


PLAYING WITH A GAME MASTER: 


If playing with a GAME MASTER, he can create his own setting, world map, TOWERS etcetera, and have more freedom for what 
he wants to do, like any other regular REG plus he can also interpret different character as usual (this is a RPG after all). 

The Core Rules are still used, but he can decide to use some of them or not (like the Charming Roll), while Tables can still be 
used for those which want to randomly generate Treasures, Encounters etcetera, even if a GAME MASTER can pick whatever 
he wants. 

It's still suggested to also read the Multiplayer Rules, to make the game more balanced, but still a GAME MASTER can decide 
the number of ENEMIES the Characters will fight as he prefers or thinks is more adequate. 


REMOVED AND CHANGED CONTENT: 


Due to the ambiguous content of the most common THWERGIRLS charts, most of the inappropriate content has been ignored or 
moved away to a different expansion. 

Also, almost all of the GIFTS, IDOLS, etcetera, have been reworked from 0, to better fit an appropriate RPG. FIELD, MOMAD, Quinn, 
MARE and MOONEORN have been removed due to their controversial nature and are being replaced with EOUNTRY¥SIDE, 
WANDERER, JANN, NIGHTMARE and MOON SPAWN Princess. 

All Princesses who are supposed to posses androgynous features are simply considered as Females. 

Underage BRINGESSES (both actual age or look) have been adapted to be adults now, like UAMBIRE PRINCESS. 


MAINTAINED AND MODIFIED CONTENT: 

The Core Game mostly works around the overall concept of the Princesses. 

Usually, only the Princess’ name and the name of her GIFTS, IDOLS, and QUESTITEMS are strictly important for the RPG, while the rest 
has been ignored or is up to the Player or GM discretion to use it or not. 


RULE OF 1 AND RE-ROLLS: 

When you Roll a d6 dice for any type of Check and the result is a 1, its always considered a failure. 

If the Character is able to Re-roll a result of a dice, he can decide when use such Re-roll, but only a single Re-roll can be 
performed per Check or per Combat Round. 

If the Character is instead forced to Re-roll a specific result, he must do so according to the description of such event, but still 
only a single Re-roll. 


Example: 
The Character is forced to always Re-roll a result of a 6 during a Skill Check based on Jump, so every time he rolls a 6, he is forced to Re-roll 
it. If such Re-roll results in another 6, the result is kept. 


THE DEFENDER ALWAYS WINS: 
When a Tie occurs during a situation where the attacker should roll higher than the defender, the defender is considered to 
have won the Roll. This Rule always applies, except for those situation that allow the opposite, such as certain FEATS/ITEMS. 


D6 AND D3: 
Even if anyone knows what a d3 is, it's always better to clarify: a d3 is just a d6 with the result halved, so a 1-2 is a1, 3-4is a2 
and a 5-6 is 3. 


MULTIPLE BONUSES AND PENALTIES: 
A Character can obtain a Bonus of max +3 and a Penalty of max -3, from various sources where the higher is counted first. 
Noticed that this doesn’t include Characteristic Modifiers or SKILL RANKS. 


Example: 
A Character has two FEATS which grants him a Bonus of +1 to Jump Checks while being under the effect of a SPELL which grants a bonus of +2 
to any Skill Check. In this case the +2 will be counted as first then one of the +1 will be used and the other one ignored. 


BONUSES FROM SPELLS: 
Same bonuses obtained from SPELLS do not stack, and only the higher one will be used. 


Example: 
The Character is under the effect of a SPELL which grants a bonus of +1 against FEARand TERROR. In the same turn he will also be under another 
SPELL which grants a +2 against FEAR and TERROR and in that case, only the +2 will be used. 


If a Character doesn’t benefits from a SPELL due to being already under the effect of another, such SPELL is considered to had no 
effect on him. If the Character is then the target of a SPELL which grant a better bonus, such spell will override the older one which 
will be considered as being Dispelled. 


GM ROLLS AND COUNTER ROLLS: 
GM Rolls, or Difficulty Rolls, are mostly used to determine if your actions succeed or not, by both doing a Skill Check, a 
Characteristic Check and so on. Depending on the Action performed the modifiers can be used as follows: 


EASY: +0 or +1 to the Difficulty Roll 
REGULAR: +2 or +3 

HARD: +4 or +5 

CHALLENGING: +6 or +7 


In some occasions, the GM will instead perform a Roll which uses the same modifier the player is using. 
If the GM rolls a 1, apply the modifiers and then follow these rules: 


¢ The GM rolls a 1 but the Character obtains a higher result still: The Character Succeeds 
¢ The GM rolls a 1 but the Character obtains a lower result: The Character Fails 


¢ The GM rolls a 1 and the Character also obtains a 1: The Character obtains a Critical Failure. 


Notice that the above Rules are based on the fact that the Character is unable to Re-roll the 1 obtained or that he has already 
performed the Re-roll. 


Unless stated otherwise, a Critical Failure is resolved by the GM'S discretion, but he can still consider it a simple Failure. 


Attacking, Blocking, Dodging or performing Hand to Hand Manoeuvres will ignore these rules and will be treated as a regular 
result of a 1, which will simply indicate a Failure. 


ALLIES AND COMPANIONS: 
The difference with Allies and COMPANIONS is the following: 


— Allies are the other Players’ Characters in Multiplayer Games. 
— COMPANIONS are the NpCs who follow a Character, such as the MAN-AT-ARMS or the BARD EOURTIER. 


It's important to know the difference since some FEATS, SPELLS or EVENTS can only affect Allies or COMPANIONS. 

A Character is always considered as an Ally for a COMPANION. 

If a Source has effect on Allied Creatures, it will influence all Creatures which are considered Friendly to the Source, despite 
them being Allies or COMPANIONS. 


CHARACTERISTICS, MODIFIERS AND CHARACTERISTIC CHECKS: 

Any Characteristic (for example BODY) has a value from 1 to 5, except for HEALTH which can have a higher value. 

A Character's HEALTH can be increased up to 10. 

Any Characteristic Check is performed by rolling a d6 and adding the Characteristic value to the result, while the GM will do the 
same, by using the same value. 


Example: 
The GM asks the Character to perform a Body Check. Since the Character has a BODY value of 2, the Player rolls a d6 and adds a +2 to the 
result, while the EM] does the same. If the Character obtains a higher result, he succeeds. 


In certain occasions the Character can be considered the Defender if a Tie occurs. 


Characteristics at 6: 
Only powerful beings have access to a Characteristic value of 6, or those Characters with a Characteristic at 5 who are able to 
read a TOME which allows to increase the Characteristic from 5 to 6. 


Counter Characteristic Checks 
Counter Characteristic Checks usually will use a specific Characteristic from two different Creatures, Objects or else. 
In this case the GM will use the value from the source the Character is trying to overcome. 


Example: 
The Character is the target of a spell which forces him to perform a Will Counter Check against the Caster. 
In this case the Player rolls a d6 and adds the Character’s Will value while the GM will use the Caster’s Will. 


Notice that some Counter Characteristic Checks will use different Characteristics, such as AGILITY versus BODY. 


SKILL CHECK: 
SKILLS allows the Character to perform certain actions, such as Searching for Items, Jumping over a Pit and so on. 
A Skill Check is performed by rolling a d6 and adding the Total Skill Modifier (or simply Skill Modifier) to such Check. 


A Skill Modifier is calculated as follows: 
Skill Rank Value + Characteristic Modifier + Bonus + Penalty = Skill Modifier. 


The GM will then perform a Difficulty Check with a specific modifier depending on the situation. 


Example: 

The Player wants to Climb a tree and the GMT indicates that such action has a regular difficulty. 
In this case, the player rolls a d6 plus his Skill modifier while the EM simply rolls a d6+2. 

If the Character obtains a higher result, he will succeed as usual. 


Modifiers from Characteristics to Skill Checks: 
Except for ATTACK and HEALTH, all the Characteristics grant a Characteristic Modifier which usually applies to Skill Checks 
The Modifier granted by ATTACK is equal to the ATTACK value. 


Degrees of Failure: 
While failing a SKILL CHECK simply implies that the action didn't ended as intended, it's possible to try again after a certain amount of 
time (up to the EM to decide) unless the specific action doesn't allow to do so. 


Example: 
A Character is trying to Jump over a pit but fails. 
In this case he can't try again since he is probably falling, but if he manages to return where he was, he can try again. 


In certain cases, the Character has only a limited amount of failures allowed, mostly decided by the GM. For game purposes, 
there is a limit of 3 Failures, then the Character must give up or find another solution, unless for a situation where a number of 
failures isn't relevant. A result of 1 counts as 2 Failures while a Critical Failure could count as 3 (depending by the GM). 


Example: 
Trying to jump over a pit doesn't have a limit of failures (except for dying by fall damage or similar), but trying to Open a Lock or to Remember 
something does. You simply can't open the Lock or you can't remember. 


Performing a SKILL could require a Free Action, 1 Action or more. 
The more complex the Action is the more times it requires. 


Example: 
Trying to remember something is usually Free, the first time you do that (for example with a Knowledge Check) 
While Jumping requires 1 Action to be performed, Opening a Lock could require 2 or more. 


Counter Skill Check: 
A Counter Skill Check is required when two Creatures are actively using their skills against each other to prevail. 
In this case, both must roll a d6 and use their Skill modifiers as usual. 


PRINCESS STATS AND INTERACTIONS 


AFFECTION (Heart Icon) 

Indicates how easy it is to Charm a Princess and how friendly or affectionate a Princess could be towards a Character, without 
really falling in love with him or feeling any other deep emotions. 

If it reaches 0 the princess will leave the Character immediately. 


WEALTH (Coin Icon) 

Indicates the richness of a princess. 

A higher value grants a higher reward in Coins for a Character if the Princess is returned, but also allows the Princess to help 
the Character to pay a TRAINER or a MASTER. 


POWER (Crown Icon) 
Indicates the power of a Princess, both by renown and Military Force. 
It's also required to Hire Companions and to have access to MASTERS or EXPERT BLACKSMITHS. 


CHARMING A PRINCESS 

Note that the rules for Charming a Princess are mostly an example and can be ignored unless playing alone. 

If playing with a GMT, it's usually up to him to decide how things could work, but it's always better to have some guidelines, just in 
case of doubts. 


A Princess can be Charmed when she is successfully rescued from a THWWER of after completing a QUEST for her. 

Charming is required to make the Princess interested in the Character, both for AFFECTION and for asking them for help. 

To Charm a Princess, Roll for her AFFECTION value, adding the relative modifiers from TRAITS and ITEMS. 

Duelling for a Princess against a RIVAL or other Characters usually grants a +1 to Charm if the Princess is somehow based on 
combat or strength (like HIMAZOM or ORE) or for those who could find it entertaining (IE: HUMAN BRINGESS). 

Duels, or a similar demonstration of combat/strength, are also required when trying to Charm Combat-Oriented Princesses or 
SAVAGE Princesses. If not performed, they will probably not be interested in the Character unless he can somehow demonstrate 
his prowess. 


Defeating a BOSS or MINI EDSS will always allow a Character to Charm a Princess since she will be extremely thankful. 

A Princess with an AFFECTION value of 0, is not interested and cannot be Charmed unless the Character manages to somehow 
increase it. 

Charmed Princess will also be interested in helping the Character seek out MASTERS or hire better COMPANIONS. 

A Charmed Princess could be also interested in following him. 

If the Character Fails to Charm the Princess when he rescues her, the Princess will not be interested in the Character at all, 
and will demand to be returned to her Kingdom, but she could still help him with a TRAINER, if she is able to do so, with a 4+. 


ROLLING A 1: 

If the Character Rolls a 1 when trying to Charm a Princess he has done something very wrong. 
Immediately reduce the Princess" AFFECTION by 1. 

If the Princesses AFFECTION is reduced to 0 in this way, she will never be interested in the Character again. 


DUELLING OR MAKING GOOD IMPRESSION: 

When a Princess is rescued and there are other Characters or RIVALS, only two options are available: DUELLING or MAKING A GOOD 
IMPRESSION. 

DUELLING is resolved as a simple non-lethal 1vs1 Fight, where the winner can proceed to Charm the Princess. 

Winning a DUEL grants a +1 to Charming NOBLE, SAVAGE or COMBAT-RELATED Princesses. 

MAKING A GOOD IMPRESSION can be used instead of DUELLING, and requires a roll of a d6 by all the participants who will add their MIND 
value plus relevant modifiers to the Roll. 

The one who obtains the highest result for three times, wins. 

Those who obtain a Tie while doing so will perform another Roll until only one prevails. 


INCREASING OR DECREASING THE PRINCESS STATS: 

It's possible to increase the Princess stats by performing a QUEST for her, after saving her, or by giving her a certain Gift. 

A Stat can be increased by 1 once per TOWER EXPLORATION or Q“UEST, while some Events can also allow to increase it further. 
When a Princess is rescued for the first time, her AFFECTION Stat is temporarily increased by 1, since she is grateful to the 
Character. If the Character manages to Charm her after a Rescue, the increase will be permanent. 

Successfully completing a QUEST for a Princess will always increase her AFFECTION by 1, if the requirements are met. 

If the Princess is following the Character in his adventures, she must be Comfortable in the Character's CAMPSITE to be able to 
increase her AFFECTION. 

lf a Princess is Uncomfortable, usually depending on various factors, such as the TENT where is she sleeping, she will reduce 
her AFFECTION by 1 after every TOWER Exploration or QUEST. 

If a Character who has received a GIFT from a Princess, gives it to anyone else or loses it, the Princess AFFECTION will be reduced 
by 1 immediately. 

lf a Character rescues a Princess and keeps her while there is already another Princess in the CAMPSITE, the one already at the 
CAMPSITE will reduce their AFFECTION by 1 out of jealousy, except for CORRUPTED Princesses. 


When a Princesses AFFECTION reaches 0 and the Character is unable to increased it when he returns to the CAMPSITE, the Princess 
will leave the CAMPSITE immediately or escape while he is not there. 


The limit for a Princess Statistic is 5. 


GIFTS TABLE 

A GIFT can be bought once per TOWER Exploration, and given to a single Princess, though it is possible to buy more than a 
single GIFT as long as every GIFT is given to a different Princess. 

If the same GIFT is given to the same Princess two times in a row, it inflicts a -1 penalty to the relative Roll. 


COST EFFECT 
GIFT (GENERIC) 20 Can be used to increase the Princesses AFFECTION by 1 with a result of 5+ on a d6 
GIFT (THOUGHTFUL) 40 Can be used to increase the Princesses AFFECTION by 1 with a result of 4+ on a d6 
GIFT (EXQUISITE) 60 Can be used to increase the Princesses AFFECTION by 1 with a result of 3+ on a d6 


If the Character also has BOOK that can change the ALIGNMENT or MORALITY of the reader, he can also give it to a Princess if she is 
capable of reading (up to the EM to decide). 

A Princess will change her ALIGNMENT or MORALITY with a 4+ on a d6, if she does not has the opposite ALIGNMENT or MORALITY already. 
A Princess with the opposite ALIGNMENT or MORALITY will simply throw the BOOK away or ignore it. 


INTERACTIONS WITH A DRAGON PRINCESS 


Interactions with a DRAGON BRINGESS are very difficult, mostly because DRAGONS are usually arrogant and selfish creatures, or they 
tend to have peculiar behaviours and be very hard to accommodate. 

The first important thing to remember is to always try to please them somehow, or calm them if they are mad for some reason. 
Regular GIFTS for Princesses most of the time are ignored by DRAGON BRINEESSES since each one of them has a specific 
obsession with something based on their behaviour. 

Is also important to remember that the DRAGON BRINGESS will be very furious if the Characters have rescued all the imprisoned 
BRINGESSES and will not be prone to talk unless calmed first. 

Read Chapter 5 for more informations. 


RETURNING OR KEEPING THE PRINCESS 


Returning the Rescued Princess all the surviving Characters will receive 20 GC per Princess’ Wealth. 
Keeping the Princess doesn’t grant any additional Coins unless the Character decide for a ransom. 

If the Princess has a Wealth of 0, she still only grants 10 Coins total. 

For every 100 GC spent by the Princess’ Reign in this way, her WEALTH will be decreased by 1. 


PRINCESSES AS COMPANIONS 

A Character can take a BRINEESS he saved as a COMPANION as long as her AFFECTION stat is at least at 3.and if he manages to 
convince her somehow. 

Charming another BRINGESS while your BRINGESS COMPANION is nearby will decrease her AFFECTION by 2, unless she is CORRUPTED. 
If a Princess is Knocked Unconscious while adventuring or when in the CAMPSITE, she will loose 1 Affection. 

Each BRINGESS has her own Stats, which can be found in the PRINCESSES COMPENDIUM. 


A DRAGON BRINGESS can become a COMPANION if drained by almost all her power but she will be extremely jealous of the Character 
which managed to seduce her, refusing to share him with others (especially DRAGON BRINCESS 5) 


[OPTIONAL RULE: SOLO PLAYING] CHOOSING WHICH PRINCESS TO SAVE 

When the Player has created his Character, he usually picks a GENERATION from the Charts and then choose a Princess to 
save. Usually the Character starts from GENERATION 1, since he can then Carry On the next GENERATION or have an HEIR who 
can replace him for new adventures. A Player can also decide to not follow a particular order, but is better to start from GEM 1 and 
then proceed. When a Player picks a BRINGESS he wants to save, he starts a THWER Exploration, which is used to indicate an 
amount of time used to gather information, search the location, etc. 

TOWER Exploration allows a Character to explore a TOWER, attempt to rescue a BRINGESS, and if the Character survives, then 
try to Charm her, buy and sell stuff, and learn new FEATS. 

It's always important to take note of Game Turns and know when one ends and a new one begins since many Effects or 
Events happen after a certain amount of Turns or at the Beginning/End of one. 

It's possible to perform an EVENT, QUEST or SEENARID Once per TOWER Exploration. 

Some Events do not count towards the limit, such as Campsite Ambushes. 


Notice that if Playing with a GM, he can create an actual adventure or campaign to play with different rules (some are explained 
later). 


2: COMERT RULES 


INITIATIVE, TURN ORDER AND ACTIONS: 


All the participants of a Combat Encounter (or simply Combat for short) will roll a d6 and add their INITIATIVE value. 

INITIATIVE is equal to the Creature's AGILITY plus modifiers. 

When there is a Tie, the creature with the higher Agility goes first. 

If there is still a Tie, if there are any SKILLS/FEATS/SPELLS active that grant a Bonus in effect, the one who has them, or the most of 
them, goes first. 

If there is still a tie, Roll another d6 until all the ties are resolved. 

This will generate the Initiative Order, which indicates who act first during a Combat Round. 

Every Combat Encounter is divided into Combat Rounds and each Combat Round is divided by a number of Turns equal to 
the number of participants. 

When all the participants of a Combat Encounter have acted during (or skipped) their Turn, the Combat Round ends and a 
new one begins. The Combat Encounter ends only when all the hostilities ceases, usually with the defeat of one of more of the 
participants, according to the GM. 

During his Turn, a Creature is able to perform up to Two Actions. 

A Creature can perform only a Single Attack or Cast a Single Spell, by spending One Action. 

Some FEATS could allow to perform more than a single Attack, while some Spells could require Two Actions instead. 

A Character can spend One Action to Move, or Two in which case he will be considered Moving Fast or Running. 

Using an Item requires 2 Actions, unless the description say otherwise. 

Small Items require only 1 Action to be used. 

Taking an item from a BACKPACK, BAG or POUCH requires Two Actions. 

Jumping, Climbing Up, or Jumping Down requires 1 Action if the Creature/Character passes the Skill Check, or 2 if he fails. 
Some BOSSES and MIM! BOSSES are able to perform more than two Attacks per Turn. 


When Combat Encounter ends, all Armour Points lost are restored. 

A Combat Round is a span of time of more or less 6 Seconds. 

If a FEAT or SPELL has the description “Once per Combat”, it means that such FEAT or EFFECT can only be used once during the 
entire Combat Encounter, so choose wisely. 

Once per Combat Round can only be used once during a Combat Round but can be used through multiple Combat Rounds. 


ATTACKING AND DEFENDING: 


The Attacker rolls a d6 and then adds his Attack Modifier, which is equal to his ATTACK value plus other bonuses and penalties. 
The Defender then rolls a d6 and then adds his Dodge Modifier, which is equal to his AGILITY value plus other bonuses and 
penalties, or it can decide to use his Block Modifier instead (obtained from shields). 

If the Defender obtains a higher result, he Dodges (or Blocks) the Attack. 

If the Attacker obtains a higher result, he inflicts the Weapon's Damage to the Defender, reducing his Armour Points or HEALTH 
by the relative amount. 

An Enemy that has his HEALTH reduced to 0 is usually Slain but a GM can still decide that it will be Knocked Unconscious 
instead. 

There is no need to Roll for defending from a Roll of 1 from an Attack, since a Result of 1 always Fails. 

You can only Re-Roll once, but you can Re-Roll for different things during a Combat Round or Re-roll during different Combat 
Rounds. 


Example: 
A Character has a FEAT that allows him to Re-Roll a result of 1 when performing an attack, but also has an item that grants the same effect. In 
this case, he can Re-roll a Result of 1 two times, but not in the same Combat Round. 


KNOCKED UNCONSCIOUS OR DEAD: 


A Character is Knocked Unconscious when his HEALTH is reduced to 0. 

A Character Dies/is Slain when his HEALTH drops under a value of -1 or as a result of certain Events. 

A Character can also be considered Slain if is Knocked Unconscious and there is no one which could help him, usually during 
Solo Playing. 

If all the Characters are Knocked Unconscious, they could be thrown out of the THWWER and the Rescue is considered Failed. 
If all the Characters Die at the same time, the GAME EMDS unless they have an available Heir who can take their place. 
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DAMAGE TYPE, DAMAGE RESISTANCE AND DAMAGE WEAKNESS: 
Some ITEMS/FEATS/SPELLS can grant a RESISTANCE to a certain Damage, even an IMMUNITY or WEAKNESS. 
DAMAGE RESISTANCE will reduce any amount of Damage by the indicated value. 


Example: 
A RESISTANCE TO FIRE (1), will reduce any amount of Fire Damage by 1 


DAMAGE WEAKNESS will increase any amount of Damage by the indicated value. 


Example: 
A WEAKNESS TO COLD (1), will increase any amount of Cold Damage by 1 


DAMAGE IMMUNITY reduces any amount of the indicated Damage to 0. 


Type 
ACID Elemental 
ARCANE Magical 
BLUDGEONING Physical 
COLD Elemental 
CRUSHING Physical 
ELECTRICAL Elemental 
FIRE Elemental 
HOLY Balance 
IMPALING Physical 
NECROTIC Magical 
OBSCURE Balance 
PIERCING Physical 
POISON Physical 
PSIONIC Mind 
RADIANT Balance 
SHREDDING Physical 
SLASHING Physical 
SONIC Elemental 
UNHOLY Balance 


DIRECT DAMAGE 
DIRECT DAMAGE is a particular way to inflict Damage to others. 
DIRECT DAMAGE Type is the same as the Base Damage, but it will ignore any Armour Point the creature has. 


Example 
A Character is wearing a MEDIUM ARMOUR, that grants 2 Armour Points, but is hit by an Attack that deals 1 PIERCING Damage as DIRECT DAMAGE. 
In this case the Armour will not protect him, so he will lose HEALTH instead of Armour Points. 


DAMAGE IMMUNITY/RESISTANCE/WEAKNESS will work as usual with DIRECT DAMAGE. 
If a Creature has no HEALTH value (like CONSTRUCTS), DIRECT DAMAGE will just inflict regular Damage. 


CRUSHING, IMPALING and SHREDDING Damage will deal 1 additional damage with a result of 6+ on a d6 when performing an attack. 


REACHING YOUR OPPONENT: 


If using a Combat Grid, every Creature can hit another Creature within 1 Square, unless using something with a Reach value. 
Reach Attacks can not be used to Attack through other creatures, unless the Attacker has a bigger Size 


Example: 
A LARGE Creature who is fighting a Character of a smaller size, is able to Attack those creatures behind him, if it is able to Reach them. 


It's not possible to move through other creatures, unless the moving creature is at least two sizes bigger, but it can't end his 
movement above another. 


Example: 
A LARGE Creature can move through a square occupied by a SMALL Creature. 


A Square is usually translated by 1,5 Meters or 5 Feet, more or less. 


A Ranged Attack usually flies in a straight line and if Dodged those behind can still be hit by it until its maximum REACH value. 


Example: 
A Character shoots an arrow to a group of Goblins. The first Goblin manages to dodge the Arrow but since there is another Goblin behind him, 
the arrow could hit him instead. 


A Dodged Ranged Attack uses the same result the Attacker obtained with his Roll, but it inflicts a -1 to Dodge to all those 
behind since they could not be aware of the incoming danger. 


COVER AND CONCEALMENT: 


If a creature is behind an obstacle, it can obtain a Cover Save, while if it's shape is somehow obfuscated, it obtains a 
Concealment Save. 

Both Concealment and Cover work at the same way: the Save allows one to avoid being hit by an incoming attack by obtaining 
a certain result on a d6. 

Usually both Cover and Concealment grant a 5+ Save Roll. 

Cover is obtained only against Ranged Attacks as long as the creature is behind an obstacle. 

Concealment has no effect on effects or attacks that are not based on sight or aim. 


Example: 

A Character is behind a medium wall, and is attacked by a CROSSBOWMAN BANDIT who manages to successfully hit him. 

Since the Character is behind Cover, he obtains a 5+ Save against the Attack, and rolls a d6. If he obtains a 5 or 6 the cover will negate the 
attack. 


Standing behind a Medium Obstacle grants a 5+ Cover Save. 

Standing inside a Pool of Water, with half body covered, grants a 4+ Cover Save, but is negated if both the attacker and the 
defender are inside the same pool of water and engaged in Melee Combat. 

A Creature who stands inside a zone of DIMLIGHT or where visibility is reduced, obtains a 6+ Concealment Save. 

A Creature who stands inside a zone of DARKNESS obtains a 4+ Concealment Save against melee attacks and 3+ against ranged. 


FEAR AND TERROR: 

When a Creature is in the presence of another Creature that causes FEAR, it must pass a WILL Check or suffer a -1 to it's attacks 
for 1d3 Combat Rounds. 

Rolling a 1 will forces the attacker to avoid the Creature which causes FEAR, by usually moving away. 

The Reach of this effect is based on the Creature's SIZE and has no effect on creatures with a MIND value of 0. 

A Creature who causes FEAR or TERROR is always IMMUNE to the same effect from similar Creatures and from smaller Creatures. 
Using sources that can deal Fire Damage against ANIMALS and BEASTS will cause FEAR to them while a larger source will cause 
TERROR instead. 

TERROR works the same way as FEAR with the difference that a success will inflict a -1 to the Creature’s attacks while a failure will 
force the Creature to move away from the Creature which causes TERROR while a result of 1 will force the Creature to flee from the 
source which causes TERROR for 3d3+1 Combat Rounds. 


HAND TO HAND MANOEUVRES: 


Hand to Hand combat and Manoeuvres are a different approaches to melee fighting. 
There could be a situation where the Character wants to only Knock Down his opponents, or where a monster could Grab and 
Hold him, allowing no escape. 


Most of the Hand to Hand manoeuvres are resolved with both the Attacker and the Defender rolling a d6 and then adding their 
BODY value, and the one who gets the higher result wins. 

Some manoeuvres could require a successful Attack Roll first, while certain FEATS could skip that or make it part of a generic 
attack. 


Grab and Hold: 

This manoeuvre is used when trying to grab someone and then hold him in place, so he can't flee or attack. 

The attacker must perform an Unarmed Attack against the defender, and if he successfully hits him, both will roll a d6 and add 
their respective BODY value. 

If the attacker wins, the defender is considered Grabbed. 


Knock Down: 

This manoeuvre is used to make your opponent fall on the ground. 

The attacker must perform an Unarmed Attack against the defender, and if he successfully hits him, both will roll a d6 and add 
their respective BODY value. 

If the attacker wins, the defender is Knocked Down and is considered Prone. 

A Creature obtains a +2 to Knock Down another for every difference in SIZE. 

It's not possible to Knock Down Creatures of 2 SIZE bigger. 

Creatures with 4 Legs (or more) obtain a +2 to resist, while those with a Serpentine Body obtain a +1. 

It's not possible to Knock Down SLIMES, since they are already at ground level. 

The only exceptions are SLIMES with a humanoid shape who can be Knocked Down, but they are able to Stand Up as a Free 
Action. 


Push: 

This action is used to push your opponent back, but it can be also used when trying to move through a space occupied by other 
creatures. Pushing usually requires both the Character and the Opponent to perform a counter Body Check and if the 
Character obtains the higher result, the opponent is pushed back by 1 Square. 

Is possible to only push opponents you can Reach with Unarmed or Natural Weapons. 

Small Creatures suffers a -1 to the roll, while LARGE and bigger creatures obtains a +2 per SIZE difference. 

If the Creature has 4 (or more legs) it will obtain an additional +1 to resist. 

If the Creature which is trying to Push is running it obtains a +2 to the Roll. 

When running, the Opponent creature usually is pushed aside as long as it has enough space to do so. 

If the Pushed Creature can’t be moved aside, it will be automatically Knocked Down and will suffer 1 Bludgeoning Damage. 


JOUSTING: 


To determine the result of a JOUSTING, both the participants must roll their initiative as usual, then the Attacker must roll a d6 plus 
his ATTACK value while the Defender rolls a d6 plus his BODY value. 

If the Attacker rolls higher, the Defender is knocked prone on his horse but if the Attacker obtain a result of 4 or more points 
higher, the Defender is directly knocked down from his mount. 

Rolling a 1 is still considered a failure, but it's still necessary to add the BODY value to see if the Defender is knocked off his mount 
or not. 

Notice that both are considered being successfully hit by their own weapons, unless the defender is directly Knocked Off his 
mount. 

After the rolls are resolved, both must roll a d6 if they managed to hit their opponent and with a result of 5+ the JOUSTING LANCE they 
are using breaks. 


STATUS EFFECTS 


Status Effects are conditions which can be caused by various sources which will affect a Creature in a certain way as long as 
they are active or not treated by healers or potions. 


BLEEDING 
The Creature suffers 1 Direct Damage to his HEALTH for a certain amount of time or until the Bleeding is stopped. 
Has no effect on CONSTRUCTS, ELEMENTALS, PLANTS and UNDEADS. 


BLIND 

The Creature is BLINDED by something and can no longer see. A Blinded Creature can’t Attack, Block, Dodge or Cast Spells 
which require a visible target unless it successfully pass a LISTEN CHECK as long as the GM allows it. A Blinded Creature can’t 
perform any SEARCH and SPOT CHECK for obvious reasons but also have extreme difficulties when trying to do activities which require 
sight to determine an outcome such as Climbing or Jumping. Creatures with the BLIND SIGHT FEAT can ignore such penalties. 

A Blinded Creature is immune also to any Effect or SPELL based on sight (like DAZZLE). 


CRIPPLED 


A Crippled Creatures halves its movement value as long as the condition remains. If the Creature suffers this STATUS EFFECT again 
it will reduce its movement to 1 instead. 
A Crippled Creature can’t run but can still try to move fast. 


CURSED 
A Cursed Creature suffers the effects of such affliction until cured or Slain. 


DAZZLED 
A Dazzled Creature suffers a -1 to all his Attacks, SEARCH and SPOT CHECKS as long as this condition remains. 
Has no effect on Creatures which do not rely on eyes to detect their foes and CONSTRUCTS. 


DRUNK 
A Drunk Creature suffers a -1 to any Roll he should perform and reduces his Movement value by 1 (min 1). 


A Drunk Creature must always pass a CONCENTRATION CHECK when trying to Cast a Spell, with an additional -1 if trying to cast an 
ADVANCED or EXPERT SPELL. 

If the Creatures tries to run, it could do so only with a result of 4+ on a d6, while a result of 1 or less means that it trips on itself 
and falls down. 


PETRIFIED 

A Petrified Creature is turned into stone by magical energies of some sort. The Creature is no longer able to move, perform 
actions, listen, think, breath and see as long as this conditions remains. 

A Petrified Creature is kept alive for a small period of time or more if the source of Petrification was powerful enough. 

Is possible to destroy the statue dealing enough damage but a Petrified creature has a DAMAGE RESISTANCE of 1 or 2 to all sources of 
Physical Damage except Crushing. If the Petrified Creature is destroyed, the creature will be automatically slain. 

A PETRIFIED Creature can’t be resurrected by GIFTS unless is returned as GHOST. 


PRONE 

A Prone Creature is obtained when falling from somewhere or when being Knocked Down or Knocked Out. 

A Prone Creature suffers a -1 to Dodge against Melee Attacks but obtains a +1 against Ranged Attacks from at least 4 
Squares or more. 

A Prone Creature can also simply avoid certain Attacks, SPELLS or effects which are resolved at a certain heigh, such as a BREATH 
ATTACK, unless they are resolved against the Prone Creature or have a more wide Area of Effect (like an explosion). 

A Prone Creature can only try to crawl away, but their movement speed is reduced to a Single Square per Combat Round. 

A Prone Creature can Stand Up during his Turn, by spending 1 Action if wearing CLOTHES or a LIGHT ARMOUR, or 2 if wearing a 
MEDIUM or HEAVY ARMOUR. 


STUNNED 


A Stunned Creature can’t perform any Action of sort and is automatically hit in melee combat as long as this condition remains. 
The Creature can still try to move, but only by 1 or 2 Squares depending on its SIZE. 


3: ADUENTURING RULES 


TIME FLOW: 


The passing of time is usually important while keeping track of certain spells/effects durations, but if playing alone is usually 
more abstract. If playing with a GM he could decide how much time passes between certain actions or how long it takes for the 
Characters to travel from a city to another. 

Usually a Combat Round lasts for more or less 6 Seconds. 

Outside combat a medium-sized creature covers 9 m or 30 ft within every 6 seconds, if it's supposed to just walk. 

Still, a GM can just decide how long it takes since someone could walk faster or slower, or if riding Horses. 


SQUARES AND MOVEMENT 


Squares are referred as measurement unit, since usually Tabletop RPG Games are played using a Battle Grid, which allows a 
better visualization of the overall battle and to determine where all the participants are. 
By default, a Square covers a distance of 1.5 m or 5 ft. 


The MOVEMENT value represents how many squares the creature moves by spending 1 Action. 
SMALL creatures have a MOVEMENT value of 3 

MEDIUM-SIZED creatures have a MOVEMENT value of 4 

LARGE creatures have a MOVEMENT value of 5 

HUGE creatures have a MOVEMENT value of 6 

Wearing a HEAVY ARMOUR reduces the MOVEMENT value by 1 


JUMPING, CLIMBING AND FALLING DOWN 

JUMPING, CLIMBING, or JUMPING DOWN (which all require their specific Skill Check) are considered Actions, and they can be performed 
during a Movement Action as long as the Character moves within his MOVEMENT value, except for CLIMBING (both up or down). 
JUMPING can be performed to cover 1 Square, or 2 while suffering a -1 to the Roll if stationary. 

CLIMBING allows for climbing for the entire MOVEMENT value, or for the double while suffering a -1 to the Roll. 

Jumping over 2 Squares or Climbing for the double Movement Value requires 2 Actions. 

If the Character, while moving, fails the Skill Check required for such actions, he will immediately stop and End his turn. 


Example: 

A Character is moving on a platform while a couple of FISH-FOLKS are throwing their harpoons at him. 

Since the Character is 3 Squares away from them, he moves to the edge of the platform within 2 squares, JUMPS DOWN (1 Square), and then 
moves to the last square to reach them. Notice that if the Character fails the JUMP Check while JUMPING DOWN, he would have ended his Turn, and 
would not able to do anything else. 


If a Character JUMPS DOWN or FALLS for more than 1 Square, he is considered FALLING. 
A Falling Creature suffers 1 Direct Bludgeoning Damage for each Square after the first one he falls through. 
Falling into Water reduces the fall distance by 1, while falling into Deep Water, reduces the fall by 2. 


HIDING AND HIDDEN CREATURES: 


Creatures are able to Hide (with the appropriate Skill Check) if close to an obstacle high enough to cover them almost entirely, 
but it is not possible to Hide while there are hostile Creatures able to directly see them directly. 

Hiding requires two Actions and allows a creature to not be seen or be selected as target for Attacks, SPELLS and other Effects, 
except for Attacks, SPELLS and Effects that do not require a target, such as a BREATH ATTACK. 


A Hidden Creature can move while remaining Hidden as long as is still moving along the same obstacle used, but the MOVEMENT 
value is halved. 

A Hidden Creature who is able to see an opponent can Attack him as usual obtaining a +1 to his Attack Roll. 

A Hidden Creature who Attacks is no longer considered Hidden and can be targeted as usual. 


It is possible to detect a Hidden Creature within 4 Squares with a SPOT Check, but for every additional 6 Squares of distance, 
there is a -1 penalty to the Roll. 

Detecting a Creature its a Free Action, but a Creature can spend up to Two Actions to obtain a +1 Bonus to the Check. 

If a Creature is able to detect another, they can also spend Two Actions to indicate the Hidden Creatures to all the allies within 
4 Squares, who will be able to try to see the Hidden Creature with a +1 to SPOT or just being aware of its presence. 


A Hidden Creature can move through different obstacles while trying to remain Hidden, but it requires an Agility Check to do 
so. 

If the Hidden Creature can't reach the next obstacle with its reduced movement, it will no longer be considered Hidden unless 
there are no hostile Creatures able to see it. 


A zone of Darkness prevents a Hidden Creature from being Detected unless the Creature who is trying to spot it is able to see 
in the dark or is illuminating the area where the creature is hiding. 


Some Creatures are able to Detect a Hidden Creature in ways other than using sight and do not require a Skill Check. 


Notice that if a Creature is simply behind an obstacle large enough, there is no need to roll Spot, unless such creature emits light 
of some sort. 


SWIMMING 


A Character can move through a Square of Water, but his movement will be reduced to 1 per Combat Round, ignoring all the 
movement bonuses or ARMORS he is wearing. 

A single Square of Water (or similar liquids) is considered to cover just half the body of a Medium-sized Creature. 

A single Square of Water is considered as Deep Water, for SMALL Creatures. 


In some occasions, even a single Square of Water could count as Deep Water instead, of if the Character is moving in a zone 
filled with water like a lake, a deep pond etc. 


While in Deep Water, it's only possible to SWIM with a SWIM Check. 

If the Character Fails the SWIM Check for the first time, he does not move. 

If he fails for a second time in a row, he starts to Drown. 

For each consecutive Combat Round he Fails to pass a BODY Check, the Drowning inflicts 1 Direct Damage to him. 

If the Character is KNOCKED UNCONSCIOUS, the next round he will simply DIE by Drowning. 

If the Character is saved while Drowning somehow, he restores all the HEALTH loss during Drowning by 1 per each consecutive 
Combat Round. 


FOLLOWING TRACKS AND TRAILS 


While playing with a GM it could be possible to use the TRACK FEAT to spot trails or other tracks with a specific Skill Check. 

It's important to notice that the FEAT itself is mostly used to spot harder tracks or subtle trails which those untrained could simple 
miss or not see at all. Everyone can see a trail of footprints on fresh snow, but it's harder to follow a creature on an irregular 
terrain. 

AGM can still grant Bonuses or Penalties to the Tracking Check, depending on different factors, such as the weather, the type 
of terrain and how fresh the trail is. 


TOWER AND DUNGEON EXPLORATION 

Exploring a TOWER or a DUNGEDM allows the Character to reach the selected Princess and save her, or to find new treasures 

after fighting ENEMIES and dodging TRAPS. 

Notice that by THWER is supposed to indicate the Spacial Structures where BRINGESSES are kept, and which are ancient and 
mysterious sources of power. Regular towers, like a Watchtower or a Castle Tower do not count as one and are just regular 

buildings. 

Sometimes BRINEESSES can be found inside a DUNGEDMN, but usually those which count as extra BRINGESSES. 


By default each TOWER has 10 Floors that a Character must explore, while a BUNGEDM has more or less the same number of 
Rooms. 


AGM can still design TOWERS and DUNGEONS with a different number of Floors and Rooms, while 10 Floors is usually the 
suggested number for a TOWER where a DUNGEDN usually has from 6 to 12 Rooms. 


It's not possible to enter a BUNGEDA or TOWER while Mounted, so the MOUNT must be left outside. 
The 1* Floor of a TOWER is usually it’s entrance, while the 10" is where the Princess is usually held captive. 


The following table can be used by a GM to randomly determine what the Floor or Room contains, even if is still possible to 
simply decide or even mix the results, like a SPECIAL ROOM with a TRAP or a GROUP OF ENEMIES with a small treasure hidden somewhere. 


The last Floor will always have a SINGLE ENEMY/GROUP OF ENEMIES who are guarding the Princess the Characters are trying to rescue. 
They also have the DOOR'S KEY required to unlock the Princess Chamber. 

The 10" Floor can't be avoided if you want to save the Princess. 

BOSSES and MINl-BOSSE5 will replace the enemies you will find in the 10" Floor. 


NOTHING 
TRAP 
COMBAT ENCOUNTER: SINGLE ENEMY 
COMBAT ENCOUNTER: GROUP OF ENEMIES 
SPECIAL ROOM 


If Playing Solo, is the character which rolls for the rooms each time. 
If for the first six Floors the Players haven’t fought any ENEMY or GROUP OF ENEMIES yet, the 8 and 9" Floor (or Room) will have 


them. 
Roll a d6 for the remaining Floors and with a result of 4+ the Character will find a GROUP OF ENEMIES, if not, a SINGLE ENEMY. 


COMBAT ENCOUNTERS 

If a Floor contains a COMBAT ENCOUNTERS, a GM can Roll on the relative Table for which type of enemies are found, based on the 
TOWER'S THEME. While the Characters and their COMPANIONS usually appear near the Stairs that go Downstairs the Enemies can be 
placed at some distance from them or they could simple be Hidden somewhere. 

When the location of all the Creatures present have been determined, the Combat begins. 


RESTING 


AGM can allow the Characters to Rest during a TOWER or DUNGEDN exploration after a certain amount of time or Floors/Rooms 
explored, especially after some fights. 

All resting Living Creatures will restore 1 HEALTH lost with a result of 5+ on a d6. 

SLIMES restore 1 HEALTH with a 4+ instead of a 5+. 

Consuming a FOOD RATION, BANDAGE or HEALING HERB allows them automatically pass the roll required to recover the HEALTH lost. 

UNDEADS can consume an ECTOPLASM EXTRACT to recover 1 HEALTH lost. 

Fainted or Knocked Unconscious Creatures will obtain an additional +1 to Wake Up. 

Repairing a CONSTRUCT during a Rest, grants a +1 to the Roll. 

Unfortunately, Resting grants the remaining Enemies to organize better, so during the next Combat, all Enemies increase their 
INITIATIVE by 1, except for Creatures with a MIND value of 0 or Summoned/Reanimated Creatures. 


Is possible to rest only Once, unless the Characters are exploring a particularly long BUNGEDM or a multi-levelled one, but at least 
8 hours must pass between a rest and another. Taking a Break doesn’t count as resting but can still be used to catch your 
breath for a little. 


TRAPS AND SIMILAR DEADLY MECHANISMS 

There are two different kind of TRAPS: Mechanical and Magical. MECHANICAL TRAPS can only be detected by those with the DETECT TRAPS 
FEAT with a SEARCH CHECK, even if Rudimentary Traps can be found by anyone. 

MAGICAL TRAPS can only be detected through the use of DETECT THE ARCANE SPELL but disarming them is usually a complex matter since it 
could require to actually Counter the MAGICAL TRAP with another SPELL or directly trying to dispel it entirely. 

All TRAPS have their own descriptions which usually describes what happen when the Trap is triggered 

If Playing Solo, a TRAP which hits Multiple Targets inside a Floor will simply hit everyone in. 


It's possible to try to detect a TRAP more than once (usually if the EM allows to do so) while suffering a -1 to the Skill Check per 
consecutive failed attempt. 

When a Character rolls a 1 during the Skill Check required for Detecting or Disarming a TRAP, or manages to obtain a result of 
1 or less by the cumulated penalties, the TRAP will automatically trigger using him as target unless the TRAP already has multiple 
targets. When a Character suffers a CURSE from a TRAP, roll a d6: the CURSE is permanent unless obtaining a result of 4+, in which 
case it will only last for 1d3+2 Days. 

AGM can set TRAPS with different Difficulties for being Detected or Disarmed. 

The following tables can be used to randomly determine which TRAP is found, even if a GM can decide by himself. 

TRAPS can also be tweaked by a GM for higher challenges by increasing the Attack modifiers, the Damage or adding multiple 
effects. 

AGM can create TRAPS that can’t be Detected and/or Disarmed with a SKILL Check but usually this type are mostly TRAPS that 
could follow a pattern (IE: step only on certain tiles to not trigger it), have a Fail-proof which when found allows to not trigger the 
TRAP (such as pressing a hidden button, saying a word etc), those triggered simply by other meaning (like moving too close or 
making noises) or TRAPS that can temporarily be stopped from triggering, usually allowing a Character to describe what they try to 
do for dealing with it (like jamming a visible mechanism). 


The following TRAPS are just an example supposed to be found by Competent Characters. 
Effect and Physical Traps count as MECHANICAL, while Arcane and Curses counts as MAGICAL TRAPS. 


EFFECT TRAP 
PHYSICAL TRAP 
ARCANE TRAP 
CURSE TRAP 


EFFECT TRAP 


ARCANE TRAP 


PHYSICAL TRAP 


HOLE 


MELT GOLD 


PIT 


ALARM 


HEX 


DARTS 


TANGLE-FOOT BAG 


SONIC BLAST 


ARROW 


INCENDIARY 


ARCANE BEAM 


SPIKES 


VENOMOUS GAS 


FLAME BURST 


SPINNING BLADES 


SHREDDING TRAP 


CURSE 


FALLING STONES 


CURSE EFFECT 


The Character reduces his Movement value by 1 


The Character suffers a -1 penalty to any Body Check 


The Character suffers a -1 penalty to any Skill Check 


The Character suffers a -1 penalty to Dodge and Block 


The Character suffers a -1 penalty to any Attack 


The Character reduces his Health value by 1 


While playing Solo, if a Floor contains a TRAP, the Character will automatically trigger it unless he or one of his COMPANIONS or ALLIES 
is able to Detect them. 
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PHYSICAL TRAPS 


ARROW 
When the TRAP is Triggered, a hidden arrow will be thrown to a single Target in a straight line which usually has a reach of 6. 
The trap performs a Ranged Attack with a +2 to his Hit Roll and it will deal 1 Direct Impaling Damage. 


BLADES 


When the TRAP is Triggered, a series of spinning blades will perform a Melee Attack against 1d3 Creatures within 2 Squares 
with a +3 modifier which will deal 2 Shredding Damage. 


DARTS 

When the trap is Triggered, multiple darts are shoot from one side of the room/floor/corridor. 

Darts usually perform 1d3 Ranged Attacks with a +1 modifier per Square covered by this TRAP, which are shoot from one side to 
another, inflicting 1 Impaling Damage. 

A typical DART TRAP usually covers a corridor with 2x4 Squares, while if placed inside a room, it’s placed directly in front of on on 
the side of the triggering part covering more or less 3x3 Squares. 


FALLING STONES 

This Trap when Triggered can only be Dodged with an AGILITY Check and will hit anyone within 3 Squares from where is 
located. A failure means that the Trap deals 1d3 Crushing Damage to the target. 

Wearing a HELMET reduces the damage taken by 1. 


PIT 

This Trap when Triggered can only be Dodged with an AGILITY Check. 

Those who fail will Fall, suffering 1 Bludgeoning Damage per Square they fall through. 

Variations of this traps have spikes on the bottom which will deal Impaling Damage instead 

By default a PIT TRAP is only one or two Squares wide and deep, but different traps could be even bigger or deeper. 


SPIKES 


This Trap when Triggered can only be Dodged with an AGILITY Check. 

Those which fail the Check will suffer 2 Impaling Damage. 

SPIKE TRAPS can cover a single square or placed in a larger grid up to 6x6 Squares, where the spikes could spring suddenly from 
the ground in a specific pattern, at the same time or a row by row within few seconds. 


EFFECT TRAPS 
EFFECT TRAPS can do particular things to the Character, instead of directly damaging him. 


ALARM 
Triggering this TRAP will cause a loud noise to be clearly heard for some seconds. 
At the beginning of the next Combat Encounter that the Character will face, roll a d6 before the start: 


— 1-3: Enemies will receive a +1 to Dodge/Block for the First Combat Round. 
— 4-6: Enemies will receive a +1 to their Melee/Ranged Attacks for the First Combat Round. 


SUMMONED/REANIMATED Creatures will not obtain any benefit from this TRAP, and will not be considered as “next Combat Encounter’. 


HOLE 

This TRAP, when Triggered, will open a large hole in the floor, that can only be Dodged with an AGILITY Check. 

If placed in a TOWER, all the creatures which fall through the hole will end in the Floor below, suffering Fall Damage as usual, 
while if placed inside a BUNGEDM it could lead to different Rooms. 


INCENDIARY 

This TRAP, when Triggered, will inflict 1 Fire Damage to anyone within 5x5 Squares that can only be Dodged with an AGILITY 
Check. All the Characters affected will be set on fire with a result of 5+, suffering 1 Fire Damage for 1d3+1 Rounds, unless they 
manage to put it off somehow. 

Clothes will burn up with a result of 5+, and will be considered destroyed. 


SHREDDING 

Triggering this trap will cause a small blast which will release a multitude of sharp metallic fragments in every direction. 

All Creatures within 2d3 Squares will suffer 1d3 Shredding Damage caused by the shards. 

If a Character is wearing an ARMOR which is then reduced to 0 Armor Points, it will be destroyed with a result of 4+ on a d6. 
STEEL and MEDIUM ARMORS are destroyed with a result of 5+ while HEAVY and ENCHANTED only with a 6+ instead. 


TANGLE-FOOT BAG 

This TRAP can only be Dodged with an AGILITY Check. 

The one who Triggers the TRAP, and Fails to Dodge it, will suffer a -1 to any Dodge Roll and reduces his Movement value by 1 
for the next 2d3 Minutes. The penalty is also imposed to any AGILITY Check they should make. 


VENOMOUS 

When this TRAP is triggered it will emit a green gas which will initially spread in an area of 3 Squares, and by 1 additional Square 
for the next 1d3 Rounds. Those which are caught inside the effect must pass a BODY Check or suffer 1 Direct Poison Damage 
and are forced to perform the check for each Round they remain inside the area covered by the gas. 

The gas usually lasts for 1d3+1 Rounds unless is triggered in a small closed area, in which case it will last for 2d6+1 Rounds. 


MAGICAL TRAPS 
MAGICAL TRAPS follow the same rules of PHYSICAL and EFFECT TRAPS. But usually only those with a knowledge of the arcane and the 
ability to cast spells are able to disarm them. 


ARCANE BEAM 

When this TRAP is triggered it will perform a BEAM ATTACK with a +3 modifier which deals 2 Direct Arcane Damage in a straight line 
of 5 Squares. The Beam remains active for 2 Combat Rounds and those which move inside a Square where the beam is 
active are automatically hit unless they manage to avoid it somehow. The Beam can only hit the closest creature on his line of 
action, but if such creature moves away, those behind can be hit by it as long as it’s active. 

If a Creature is Slain or an item is destroyed by this TRAP, the Beam will cut through it. 

This TRAP is usually countered by a similar SPELL which deals the same amount of Arcane Damage. If the SPELL deals more 
damage, it obtains a +1 to the roll required to counter it. 


CURSE 
The effect is similar to a regular CURSE TRAP but it will afflict everyone within 6 Squares. 
AGM can decide to roll separately for everyone involved or to roll once and apply the same effect to all. 


FLAME BURST 

When this TRAP is triggered it will perform a BREATH ATTACK with a +3 modifier which deals 2 Fire Damage in a straight line of 5 
Squares. The Flames remains active for 2 Combat Rounds and those which move inside a Square where the burst is active 
are automatically hit unless they manage to avoid it somehow. The Flame Burst hits everything in his path and those Creatures 
struck by it will be set on fire with a result of 5+ on a d6, with a +1 to the roll if they are somehow flammable. 

A Creature set on fire will suffer 1 Fire Damage for 1d3 Rounds. 

This TRAP is usually countered by a similar SPELL which deals the same amount of Cold Damage. If the SPELL deals more damage, 
it obtains a +1 to the roll required to counter it. 


HEX 
The TRAP will CURSE the Character, but the effect only lasts for 2d3 Minutes, then fades away. 


1-2: The Character suffers a -1 penalty to Hit 
3-4: The Character suffers a -1 penalty to Dodge 
5-6: The Character suffers a -1 penalty to any Statistic Check 


This TRAP is usually countered by a similar SPELL. 


MELT GOLD 
The TRAP will CURSE the Character, melting 1d6+5 GC he is carrying. 


SONIC BLAST 

Triggering this Trap will cause a sort of explosion of arcane energies which will hit everything within 4 Squares. 

All the Creatures caught in the explosion must perform a BODY Check or suffer 1 Direct Sonic Damage and suffer a -3 to any 
LISTEN Check for 1 Hour. The SKILL penalty has no effect on CONSTRUCTS and UNDEADS with a MIND value of 0. 

If a Character is carrying a fragile item (like a POTION) it will be shattered with a result of a 4+ on a d6 (roll for all the items) 
SMALL ITEMS held in a BANDOLEER will only shatter with a 5+ instead. 

This TRAP is usually countered by a similar SPELL which deals the same amount of Sonic Damage or a Spell which negates the 
emission of sounds. 


SPECIAL ROOMS 


A SPECIAL ROOM counts as a Floor or Room with additional Special Rules. 

Roll 2d6 and consult the following Table, to randomly determine which room is present, but is usually suggested to only include 
one or two special Room per medium-sized BUNGEDN or TOWER. 

If playing Solo, only a single Special Room can be encountered per TOWER Exploration, unless the description says otherwise. 


STATUES ROOM 
PRISON 
EMPTY ROOM 
ARMOURY 
STOREROOM 
ALCHEMIST'S LABORATORY 
SANCTUARY 
TREASURE ROOM 
ARCANE LIBRARY 


ALCHEMIST'S LABORATORY 


This room is quite messy, but presents the typical instruments required to create potions and other strange things. 


A Character can search for a MYSTERIOUS POTION, or a POTION if he has the ALCHEMY FEAT. 

Searching for a POTION requires a KNOWLEDGE (ALCHEMY) Check. 

Searching for a MYSTERIOUS POTION requires a Difficult SEARCH Check. 

If the Character Fails, he only finds 2d6+12 Coins 

A MYSTERIOUS POTION can't be identified until you exit the THWER or with a Difficult KNOWLEDGE (ALCHEMY) Check. 

You can still drink a MYSTERIOUS POTION, even during Combat, and then see which one you took, applying its Effects immediately. 


MYSTERIOUS POTION POTION 
UGLINESS LEVITATION 
STUPIDITY ANTIDOTE 

WATER INVISIBILITY 
COWARDICE DEXTERITY 
POISONOUS STRENGTH 

HEALING (LESSER) HEALING (LESSER) 


A POISONOUS POTION will deal 1 Poison Damage directly to the Character's HEALTH 

A STUPIDITY POTION inflicts a -1 to any SKILL Check and a -1 penality to Spells which require an Attack Roll. 

An UGLINESS POTION makes the Character UGLY (Counts as an APPEARANCE TRAIT), inflicting a -1 penalty when trying to Charm a 
Princess. 

The Water is refreshing, even if with a strange taste... oh well, still better than drinking Poison. 

A POTION OF COWARDICE inflicts a -1 to the next two Fear and Terror Checks the Character should perform. 


The effect of the STUPIDITY POTION and UGLINESS POTION will last for 2d3+1 Hours 


ARCANE LIBRARY 


An old Library with many Tomes, Books and even some scrolls. Still, there's also a lot of dust and webs all around. 
Why wizards are unable to maintain a single room clean, will remain a mystery. 


A Character can search for a TOME OF KNOWLEDGE or an ARCANE SCROLL, with a Hard Search Check. 
The Character obtains a +1 to the Roll if he is a MAGIC USER. 
If the Character finds something, Roll a d6 adding a +1 to the Roll for every 2 MIND points, and see what he has found: 


SCROLL TOME 
HOP SIMPLE BOOK 


DAZZLE 


HARD-COVER BOOK 


ARCANE BOLT 


INTERESTING BOOK 


SCORCH 


WEAPON MASTER'S MANUAL 


SUMMON FIRE-FLY 


ADVENTURER'S MANUAL 


RAGE 


TOME OF HEALTH 


A SIMPLE BOOK can be sold for 5 GC 

The HARD-COVER BOOK is just a Book that can be sold for 10 GC 

The INTERESTING BOOK counts as a GIFT for those Princesses interested to Books/Knowledge, (IE: DRAGON BRINEESS 2). 
If not given to a Princess, counts as a HARD-COVER BOOK. 


ARMORY 


An Armory usually presents various weapons, armors, and shields ready to use, but those inside a THWER are often too old and rusted to be 
useful. Yet, sometime a lucky Character can find something useful. 


A Character can search for an ARMOR or a WEAPON with a Difficult SEARCH Check 
If the Character finds something, Roll a d6: 


ARMOR WEAPON 


GLADIATORIAL ARMOR 


STILETTO 


SMALL SHIELD 


SHORT SWORD 


SIMPLE STUDDED ARMOR 


MACE 


LIGHT ARMOR 


LONG SWORD 


MEDIUM SHIELD 


SPEAR 


MEDIUM ARMOR 


TWO-HANDED AXE 


A SIMPLE STUDDED ARMOR has the same cost of a LIGHT ARMOR, but grants only 1 Armor Point against the first Bludgeoning Damage 
the character should suffer, Once per Combat. 
A SIMPLE STUDDED ARMOR counts as Clothing 


EMPTY ROOM 


This Rooms seems empty, but your experience tells you that maybe there is something hidden within. 


A Character can search for a Hidden Door or a Hidden Compartment 

Searching for a Hidden Door requires a Challenging SEARCH Check. 

Searching for a Hidden Compartment requires a Hard SEARCH Check. 

KEEN EYE grants a +1 to both Rolls 

A Hidden Compartment allows the Character to find a Small Chest with 2d6+18 Coins inside. 
The Small Chest is protected by a Difficult PHYSICAL TRAP with a result of 5+ on a d6. 

A Hidden Door allows you to skip the Next Floor. 

lf a Character skips the Last Floor, he will find himself in the TOWERS ATTIC. 

In the ATTIC he will encounter a BROOD MOTHER with a result of 4+ on a d6, and he must Fight her. 
Defeating the BROOD MOTHER will allow the Character to find a passage to the Princesses Chamber, plus a Small Chest. 
A HIDDEN DOOR found in a DUMGEDM can instead allow to reach another Room in the same level. 

If the TOWER or DUNGEON are designed by a GM the HIDDEN DOOR effect and use could be different. 


PRISON 


This place is used to keep adventurers imprisoned while trying to explore the THMUER. 


A PRISON contains some cells, but only one seems to have a living prisoner. 

A Character must defeat the PRISON GUARDIAN and take the PRISON'S KEY to be able to open the cell where the prisoner is kept. 

The PRISON GUARDIAN is usually a SINGLE ENEMY that can be found in the TOWER or DUNGEON. 

A Prisoner has only some Rug Clothes on, and no equipment at all, unless the Character gives some or his description say 
otherwise. The Prisoner will gladly become the Character's COMPANION for the rest of the TOWER, but after that, he must be 
convinced with a PERSUADE Check. If convinced he will then reach the Character’s CAMPSITE and be available for adventuring but it 
will require new EQUIPMENT. Equipping back a Prisoner requires to spend only half of his Hiring Cost. 

Roll a d6 to see which COMPANION is found. 


FORAGER 
PEASANT ADVENTURER 
BARD COURTIER 
ROGUE 
MAN-AT-ARMS 
SQUIRE 


By default such Prisoners are HUMANS, but a GM can change their Race to better fit the situation, where possible. 


SANCTUARY 


A Sanctuary is often imbued with powerful curative powers, that will always benefit any Character who stops by for a moment. 
Inside a SANCTUARY, a Character can do one of the following actions: 


Rest for 2 Hours and recover d3 HEALTH lost 

Remove a Curse obtained through a TRAP or SPELL 

Refill an empty HEALING POTION of any type, which will count as a HEALING POTION (LESSER) that must be used not more than 12 
hours before. 


STATUE ROOM 


This decorated room presents various statues, but only one, the biggest, stands out above the others. 


Roll a d6 to see which statue has been found. 
A Character can Pray to a STATUE and receive a Blessing. Based on the type of statue he finds. 
Is only possible to obtain a Blessing Once per Year. 


STATUE OF DARKNESS 
STATUE OF THE WISE 
STATUE OF SELFISHNESS 
STATUE OF THE HEAVENS 
PRINCESS’ STATUE 
DRAGON PRINCESS’ STATUE 


Anyone who Prays to the STATUE OF DARKNESS will become EVIL. If already EVIL, he will restore 1 HEALTH lost. If GOOD, he will lose 1 
Anyone who Prays to the STATUE OF THE WISE will become PURE. If already PURE, he will restore 1 HEALTH lost. If CORRUPTED, he will lose 1 
Anyone who Prays to the STATUE OF SELFISHNESS will become CORRUPTED. If already CORRUPTED, he will restore 1 HEALTH lost. If PURE, he will 
lose 1 

Anyone who Prays to the STATUE OF THE HEAVENS will become G00D. If already GO0D, he will restore 1 HEALTH lost. If EVIL, will lose 1 
Praying to a PRINCESS’ STATUE will increase her AFFECTION by 1 if it's equal to or lesser than 3. Otherwise he will obtain a +1 to Charm 
her. This type of statue can only be found inside a TOWER or DUNGEON where such princess is held. 


Praying to a DRAGON PRINCESS’ STATUE will CURSE the Character, reducing his HEALTH by 1, but if the Character is a DRAGON CHAMPION, he will 
obtain a Blessing depending on the Dragon’s Color: 


Red: The Character’s HEALTH is increased by 1 during the next Combat 


Azure: The Character can use an additional ACT OF FAITH within 2 Hours or be able to Re-roll a result of 1 for any KNOWLEDGE 
CHECK for 1 Hour 


Green: The Character can increase the chance to score a Critical Hit/additional damage by 1 when using Weapons or 
Re-roll all results of 1 for any Attack Roll during the next Combat. 

Black: The Character obtains a +2 to any BODY CHECK or Re-roll any result of 1 for any CLIMB, JUMP and SWIMCHECK he must 
perform for 1 Hour. 

White: She will know. 


STOREROOM 


A typical place where people often put useless stuff, but sometimes you can found something useful. 


A Character can search for items inside this Room with a Difficult SEARCH Check. 

If he succeeds, Roll 2d6 

A Small Room allows a single Search. 

A Medium Room allows him to Search twice 

A Large Room allows him to Search three times. 

All items can be Sold for half their Value (rounded down). 

If the Character fails the SEARCH Check, he will still discover 1d6+9 Coins. 

Remember that KEEN EYE grants a +1 to the Roll used to see which ITEMS has been found. 


ITEM FOUND VALUE USE 
GENERIC JUNK 1d3 SC 
SIMPLE CLOTHES 1d3+1 SC 
BAG 4SC 
SIMPLE CUSHIONS 14SC Can be used to decorate a TENT. Can stock up to 3 for 1 Slot. 
LARGE WICKER BASKET 15SC Can be used to Upgrade a FORAGER 
IMPROVED WOOD AXE 16 SC Can be used to Upgrade a WOODCUTTER 
IMPROVED PICKAXE 2GC Can be used to Upgrade a MINER 
REFINED CUSHIONS (+) 15 GC Can be used to decorate a TENT. Can stock up to 3 for 1 Slot. 
REFINED FUR BLANKET (+) 24 GC Can be used to decorate a TENT for a SAVAGE or WILD PRINCESS. Takes 1 Slot. 
REFINED HIDE CARPET (+) 30 GC Can be used to decorate a TENT for a SAVAGE or WILD PRINCESS. Takes 2 Slots. 
REFINED CARPET (+) 40 GC Can be used to decorate a TENT. Takes 2 Slots. 
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TREASURE ROOM 


A room with treasures. Finally some good Luck. 
A Character can search for COINS or HIDDEN TREASURES inside this Room. 


Searching for COINS requires a Difficult SEARCH Check. 
If the Character Fails, he only finds 3d6+15 Coins. 
If the Character Succeeds, he will find a total of 5d6+15 Coins. 


Finding a HIDDEN TREASURE requires a Challenging SEARCH Check. 
KEEN EYE grants a +1 to this Check. 
If the Character Fails, he finds 2d6+12 Coins instead. 


If a HIDDEN TREASURE is found, Roll 2d6 

Remember that KEEN EYE grants a +1 to the Roll used to see which ITEMS has been found. 

Use the Tables of the relevant ITEMS found from the other SPECIAL ROOMS (IE: POTIONS, WEAPONS, etc.) 
If the Character finds one or more ITEMS, he also finds 2d6+8 Coins. 


ITEM FOUND VALUE USE 
VALUABLE JUNK Variable Roll twice from the STOREROOM Table to determine what is found (Re-roll results of 5 or less) 
3 ARCANE SCROLLS Variable 
STEEL LIGHT ARMOUR 35 
2 POTIONS Variable 
DECORATED STEEL MACE 45 GC 
TRINKETS 40 GC Can be Gifted to a Princess 
NECKLACE 45 GC Can be Gifted to a Princess 
ELEGANT JEWEL CEXQUISITE GIFT) 50 GC Can be also used to obtain a +2 to Charm a Princess 
ELEGANT DRESS (EXQUISITE GIFT) 50 GC Can be also used to obtain a +2 to Charm a Princess 
TOME OF HEALTH 70 GC 
10D6+15 GC “ 
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If the Character Fails the Roll by obtaining a 1, he will also find a MIMIC who will immediately Attack him. 
Only one MIMIC can be found per TREASURE ROOM. 


DUELS: 

When a Princess is Rescued, there will be a DUEL if more than one of the players wants to actually Rescue the Princess: 

Each Player will fight against the others in a 1vs1 Combat. 

If the Players are odd, everyone Rolls a d6 and those who score highest will fight, while the others will fight the winner in order. 
Before any DUEL starts, the Characters are Healed automatically by the energies of the THWER itself. 


The one who wins is considered to have actually Rescued the Princess. 


CAMPSITE MANAGEMENT 


This section introduces some additional management for the Characters, explaining what it can be done with ALLIES and 
COMPANIONS. A group of Characters usually sets up a CAMPSITE which is used as sort of mobile base of operations, where they can 
rest, learn new FEATS and spells or keep their treasuries and BRINGESSES rescued. The Group also usually starts with a small CART 
trained by a mule where they can store the stuff need for the CAMPSITE and some rations and food. 


UPKEEP: 

The Upkeep represents the resources and coins required to maintain a CAMPSITE functional or to pay COMPANIONS, WORKERS and 
HENCHMEN. The Upkeep is usually paid once per Month or per Week depending on who is hired, while some others will only be 
paid before doing something, like following the Characters or protect the Campsite if attacked. Failing to pay the Upkeep will 
probably make the unpaid angry which will leave immediately the campsite, while others could even take revenge upon the 
characters and their belongings. If the Characters manage to still pay a part of the total Upkeep, those whichr eceived the 
payment will not leave since they’ve got what they wanted. 


TENTS: 

TENTS are required for EVERYONE who rests in a CAMPSITE, and are also required for WORKERS and HENCHMEN. 

Only a limited number of Creatures can sleep inside a tent. 

SMALL Creatures counts as % Creature 

LARGE Creatures counts as 2 

HUGE Creatures counts as 4 

A TENT has also its own Inventory, which can be used to hold various ITEMS, or to add different BEDS and stuff. 

A simple BEDROLL does not occupy any of the TENT'S Inventory Slots. 

Each Character, WORKER and HENCHMAN usually starts with a SIMPLE TENT where he sleeps during the night, but also all the HENCHMEN 
and COMPANIONS usually require a place to sleep which must be provided or they will simple refuse to join the group or leave. 


COST INVENTORY CREATURES SPECIAL RULES 

SIMPLE TENT 15SC 1 Slot 1 Uncomfortable 

SIMPLE TENT (LARGE) 25 SC 2 Slots Uncomfortable 

TENT 2GC 1 Slot 

TENT (LARGE) 4G6C 2 Slots 
ADVENTURER'S TENT 4GC 2 Slots Weatherproof 
ADVENTURER'S TENT (LARGE) 8 GC 4 Slots Weatherproof 

ROYAL TENT 15 GC 4 Slots Impressive, Weatherproof 

ROYAL TENT (LARGE) 30 GC 8 Slots Impressive, Weatherproof 


Comfortable: 

When a Princess lives in a Comfortable place, she can increase her AFFECTION for the Character. 

A TENT is considered Comfortable when there are at least two positive ITEMS inside, such as REFINED CUSHIONS (+). 

If a Princess lives in a TENT that is not Comfortable or Uncomfortable, she does not increase her AFFECTION, but also she does 
not reduce it. 


Impressive: 
This TENT only requires a single positive ITEM, to be considered Comfortable by BLUE BLOOD, CIVILIZED, NOBLE and PLEBEIAN PRINCESSES. 


Uncomfortable: 

A Princess living in an Uncomfortable TENT will reduce her AFFECTION by 1 after every Week . A Princess with an AFFECTION value of 
0 or LESS will immediately leave the CAMPSITE and will no longer be interested in the Character. WORKERS and HENCHMEN who live in an 
UNCOMFORTABLE TENT will leave the CAMPSITE with a result of 5+ on a d6 after every Week after the first time they are hired, with a +1 
for every consecutive Roll. 


Weather Proof: 
This TENT is made to resist the weather, and will maintain its comfortableness. 


HENCHMEN: 

HENCHMEN are hired to grant protection to the CAMPSITE while the Character is on an Adventure or when he is exploring a TOWER, 
since some situations or events can bring hostile creatures to try to kidnap rescued Princesses or simply destroy/kill everything 
and everyone. 

COMPANIONS can also be hired to become HENCHMEN, but by doing so they will not be able to follow the Character in his adventure. 
It's only possible to keep up to 4 COMPANIONS in a CAMPSITE. 

Notice that sometime is possible for a certain Character to hire HENCHMEN and WORKERS of his own specie, like a Dwarf will be able 
to hire other dwarves while a Kobold other Kobolds. Read the NPC compendium for more informations. 


COST UPKEEP 
BOWMAN/CROSSBOWMAN 15 GC 2GC 
CAMPSITE GUARD 10 GC 2GC 
MERCENARY 18 GC 4GC 
PEASANT ADVENTURER 10 SC 10SC 
SENTINEL 14GC 2GC 


WORKERS: 
WORKERS are those people hired to help the Characters with their CAMPSITE doing different jobs. 
Like HENCHMEN, sometime certain events can bring different WORKERS to help the Characters. 


COST UPKEEP LIMIT PURPOSE 

FORAGER 10SC | 10SC 4 Searches for FOOD (FRUITS AND VEGETABLES) in the surrounding land 
COURTIER/HANDMAIDEN 5 GC 2GC | Variable Keeps company to a BRINDESS 

HERBALIST 15 GC 3 GC 1 Can search for HEALING HERBS and other plants 

HUNTER 25 SC 1GC 3 Hunts FOOD (MEAT) 

LAUNDRY WOMAN 5SC 8 SC 3 Can clean a SMALL CAMPSITE 

MINER 14SC 10 SC 2 Can mine for MINERALS 
WOODCUTTER 12SC | 10SC 4 Gathers WOOD for the CAMPSITE 


A FORAGER can usually find enough food for 3 Medium-sized Creatures (a SMALL Creature counts as half), while an Upgraded one 
can carry more food found increasing the Creatures fed to 4. 


COURTIERS and HANDMAIDENS are basically servants of a BRINGESS, which will have someone to talk or give orders to, while the 
Characters are away. Usually a BRINEESS can have one or two COURTIERS/HANDMAIDENS to serve her, which are often of her same 
RACE if possible as long as their Culture has a concept of such idea. HUMAN COURTIERS and HANDMAIDENS are the most common. 


A HERBALIST is able to find various types of HERBS and ingredients which can be used to Brew Potions or simply find Healing 
Herbs. A HERBALIST can only check once per Week or per Month depending on the request. 


A HUNTER can try to hunt different animals from small hares to deers. 

While hunting small preys is more easy is required to him to daily venture in the surroundings, while larger animals can provide 
food for more creatures or for more days. Hunting small animals or birds grants 1d3+1 RATIONS, Medium-sized Animals grant 
2d3+3 RATIONS while LARGE Creatures grants 2d6+4 RATIONS. 


A LAUNDRY WOMAN can usually keep Clean a small CAMPSITE with ease, while larger campsite will require more. 
MINERS and WOODCUTTERS are used to gather different resourches which can be used for the CAMPSITE and they are self-explanatory 


even if they can only work as long as they have access to an area with the resourche they can gather. 
Upgraded MINERS and WOODCUTTERS can gather more resources than usual. 


W: QUESTS dnd EVENTS 


QUESTS and other EVENTS are also another important part of Adventuring. 

While a MHEST usually consists in performing various tasks to reach a specific goal, an EVENT is usually a single thing that could 
happen. 

If playing with a GM it's suggested to let the players perform a single DUEST per TOWER Exploration. 

EVENTS could occur more frequently, because usually they are different, so it's still suggested to limit one event per TOWER 
Exploration, except for those events triggered by the Player's Actions. 


TOURNAMENTS: 


Characters can try to participate to such TOURNAMENTS and dedicate their victories to the Princesses with them those which are 
attending to the event. AGM can then allow to increase their AFFECTION or allow to try to CHARM them if they failed before. 


ARCHERY CHALLENGE 

An Archery Tourney usually is based on a show of marksmanship skills. 

The most classical type is to put a number of targets at a certain distance, and every participant have to try to hit a point closer to 
the centre of such target. A GM can decide how Characters could do so, but usually a regular Ranged Attack is required, while 
trying to obtain a certain result. 

For example, a simple Target could require a result of 5 or more, while a harder one could require even an 8 or more. 
Successfully hitting the target grants 1 Point for the Tourney, while for every point higher from the required, the points are 
increased by 1, up to 3 Points. 

The finals are usually a challenge between the two participants with the highest score. 


JOUSTING TOURNAMENT 

Mostly common among the HUMANS, such events are often organized by nobles or by the ruler of a reign for specific occasions. 

In this case we will use as example the successful return of HUMAN BRINGESS from her captivity in a TOWER. 

A JOUSTING TOURNAMENT is a competition only for Characters, which compete against each other to prove their prowess and skill in 
combat, but also to win prizes and glory, and perhaps the attention of a Princess or other Nobles. 

Even so, larger events could still hosts other competitions, such as Archery and Melee, while different races could host different 
things, such as Grog Drinking Contest, Hunting Ground etcetera. 


JOUST: 


Jousting puts two mounted Characters on the opposite side of a small fence, while both contestant try to knock each other from 
their horses or at least break their jousting lances. 


— Breaking your own Jousting Lance or Knocking your opponent on his Horse will grant 1 Point. 
— Directly Knocking the opponent off his Horse will grant 3 Points. 


Depending on the type of TOURNAMENT the points required to win a Match are at least 3 to a maximum of 5. 

All the Characters are randomly put against each other at the beginning of the tournament, while for every victory, they will 
proceed in facing other victorious Characters until the final winner of the TOURNAMENT is declared. 

A Character can dedicate his victories to a Princess present at the TOURNAMENT, which could increase her affection towards him 
and also grant another try to Charm her if a previous attempt failed somehow. 

GIFTS will not grant any particular bonus to the Roll, while winning the TOURNAMENT could grant a bonus from +1 to +2, but it's up to 
the GM to decide. 


It's also important to specify that not all the Princesses could be interested in JOUSTING TOURNAMENTS or understand the meaning, so 
the AFFECTION increase or a positive reaction could not be granted depending on the Princess' Race or origins. 


S: TOWER PHASES, GENERATIONS dnd ENDGAME 


TOWER PHASES AND TOWER EXPLORATION 

By TOWER PHASE is intended an unknown event which usually causes all the THWERS to react at the event of the Princesses 
being removed from their interiors. It is speculated that this was a sort of additional security measure created by the DRAGON 
QUEEN which enhances the magic inside such mysterious building which will then summon or attract more creatures in his inside 
or will attract more DRAGON CULTISTS to stop any further intruders. 

Every time a Princess is Rescued (or Slain) from a TOWER without a DRAGON BRINGESS' permission, all the other TOWERS will 
be aware of such event and silently start to take appropriate countermeasures. While a single removed Princess is mostly a 
small nuisance, the more the Princesses are saved, the more the other TOWERS will become more dangerous. 

DUNGEONS which are part of TOWERS will also be affected by that 


Tower Exploration is a generic term which simply indicates a variable amount of time required from finding and then exploring a 
TOWER, which can vary from few weeks to many years. 


THE FINAL PHASE 


When all the 10 THWWERS have been explored, the Final Phase begins. 

This Phase allows the Player (or Players) to decide what their Character will do next, and their decisions will have a certain 
output. 

The time passed from a GENERATION to another is around 10 to 20 years, so Characters which managed to survive the FINAL PHASE 
and performed the RITUAL OF THE UNBOUND can still be used, even if the GM can change such value or ignore it. 


Retiring from Adventuring: 
The Character decides that he managed to save the day/obtained enough gold and fame/accomplished his duty and simply 
retires. By doing so, the Game simply ends. 


Marriage: 

A Character which retires can also decide to Marry one of the BRINEESSES he rescued, if her AFFECTION value is 5 or higher and 
can also try to generate an HEIR as long as he is capable of. 

Notice that is also possible to Marry an NpC, a COMPANION, a HENCHMAN or a WORKER if the Character desires so. 


Ritual of the Unbound: 

When the TOWERS are left without a BRINEESS, they will seal the DRAGON BRINEESS’ lair, forcing her to stay imprisoned for 100 
Years, with a reduction of 20 years for each time a RITUAL OF THE UNBOUND has been completed in past GENERATIONS. 

The ritual requires all the Characters to be present, and will devour almost all their Experiences, Gifts and Equipments 
gathered so far. All the consumed beings will used to completely seal the DRAGON ARINEESS, since it requires a high power to do 
so. When the RITUAL is completed, the DRAGON PBRINGESS will shrink in size and will also be no longer bound to the DRAGON 
QUEEN'S will. 


When the ritual is done, the Character must select 5 FEATS of his choice to keep (even advanced) while the others must be 
deleted from his Character Sheet, as representation of the ritual devouring his experience. 

Magic Users will loose all their spells except 4 of their choice, but at least 2 must be BASIC SPELLS and max 2 APPRENTICE SPELLS. 

Is important that the Character must have kept the right FEAT to Cast the Spells selected or the FEATS required for other FEATS and 
FEATS to be obtained. All his Equipment will also be transmuted into Standard Quality and the material will change to a standard 
one (IE: STEEL transmuted into IRON). ARMOURS will be transmuted into a lighter version, while shields to a smaller version, except for 
CLOTHINGS and BUCKLERS. All the GIFTS from a BRINGESS will be lost in the process, except two of his choice, that he will keep. 

All the other Equipments of magical or alchemical origin will also be consumed too. 

When all has gone, the Player can still select an ARMOUR, RING, SHIELD, STAFF or WEAPON which will obtain the TRUSTWORTHY QUALITY. 


TRUSTWORTHY ARMOUR: Once per Day, when the Character suffers 1 Damage, you can roll a d6. With a result of 5+ the 
Armour Point is not lost. 

TRUSTWORTHY RING: Once per Day, the Character can Re-roll a result of 1 for a Single Skill Check. 

TRUSTWORTHY SHIELD: Once per Combat, the Character can Re-roll a result of 1 when Blocking with it. 

TRUSTWORTHY STAFF: Counts as a NOVICE STAFF, but it Recalls Basic Spells with a result of 5+ instead. 

TRUSTWORTHY WEAPON: Once per Combat, the Character can Re-roll a result of 1 when attacking with it. 


Taming the Beast: 

When a DRAGON BRINGESS has been liberated to her mother’s influence is possible to try to CHARM her, if the Character presents 
her what she desires, which could be a large amount of gold, a new Cult dedicated to her and so on. 

Unfortunately, DRAGONS are extremely jealous of their possessions (yes, they will consider the Character their own possession) 
and will not tolerate anyone trying to take the Character away from them, becoming even hostile to other BRINEESSES which dare 
to even think to claim their beloved. 


Champion of Dragons: 

Instead of Charming a DRAGON BRINEESS the Character decides to pledge his loyalty to her, becoming her EHAMBION. 
Becoming a DRAGON CHAMPION changes a part of the flow of the game, since the Character is no longer bound to other Princesses 
and Reigns, but his duty is to gather power to his Mistress. The Character can still rescue Princesses but only to the purpose 
to seal the other Dragon Princesses away, allowing to only one to Reign supreme. DRAGON CHAMPIONS are mostly feared or hated 
since they will empower a creature which can cause havoc and misery, while other will try to make pacts or send their 
ambassador to arrange their neutrality, even arriving to pay tributes, but usually when they realize that the DRAGON BRINEGESS is 
too powerful to be fought. Sacrificing GIFTS and QUEST ITEMS to the DRAGON BRINGESS will grant the Champion certain benefits in 
power or powerful artefacts. If Playing a REALM MODE is possible to start as DRAGON SERVANT, which doesn’t receive any real interest 
from the chosen DRAGON BRINGESS until Defeating/Enslaving 10 Princesses. 

After that, the Character (or Characters) can become a DRAGON CHAMPION. 


Slayer of Dragons: 

Instead of safely retiring to a better life and having kids, the Character (or Characters) decide that enough is enough. 

They will march directly to the Dragon’s Lair, ignoring any silly Ritual to directly dispatch the beast. 

This option will then start a last quest where the objective is to Slay the current DRAGON BRINEESS. 

Usually is up to the GM to create a proper scenario, but only the Character and his group are allowed to walk in the DRAGON'S 
LAIR. If they manage to successfully slay the Dragon, they will obtain Coins which can be used to buy anything they want, even 
one or more FEATS and spells as usual. While the game can just end with the defeat of the Dragon, if the players want to 
continue, they will then directly face the Next DRAGON BRINGESS, until all have been slain or the Character are defeated. 

Notice that doing so will prevent any Heir to be used while any HENCHMAN/COMPANION slain, can be hired once the Dragon has been 
slain. If a Character dies, but the others are still alive, they are forced to continue without him and is not possible to generate a 
new one. If playing REALM MODE, is possible to just travel and slay the DRAGON BRINGESSES, which will be then prepared to their 
arrival. 


[Optional Rule] Generating an Heir: 

If the Character manages to max out a Princess AFFECTION and/or Marries her/him/it somehow, they can generate an Heir. 

Is also possible to have an HEIR from non-Princesses (usually when playing with a GM). 

The HEIR will then be used to substitute the Father/Mother for the next GENERATION, if he reaches Adulthood. 

An HEIR will usually be of the same race as his Mother, so this allows you to try different races. 

CONSTRUCT, ELEMENTAL, PLANT and UNDEAD Princesses are not able to generate an HEIR, for obvious reasons. 

AMAZONS will only generate FEMALE AMAZONS. 

YOUNG Creatures/Princesses are not able to Generate an Heir. 

A Creature/Princess can not generate an HEIR from another Creature which is TWO SIZE bigger than him/her, unless it manages to 
bypass the SIZE difference somehow (like using certain GIFTS, QUEST ITEMS, SPELLS, etc.). 


A Middle Aged Character/Shield Maiden is able to generate an Heir only with a result of 5+ on a d6 Roll. 
An Old Character/Shield Maiden is no longer able to generate HEIRS at all. 


lf a Character/Shield Maiden generates an HEIR from a Princess before the Final Phase, all the other Princesses he had 
successfully rescued will reduce their AFFECTION by 3. 
There are still Events or Situations that could increase that value or to reduce it to 0. 


An HEIR is generated from a Male and a Female or between creatures who are able to do so. 

You don't really need me to explain to you why, but | should still make it clear. 

SLIME PRINGESS can generate an HEIR with either partner, but requires a 4+ on a d6 if with a Female. 

It is possible to have multiple HEIRS even from different Princesses/Events, but only one can substitute the Father/Mother. 
If a Character who has generated an HEIR is Slain, the HEIR will be able to replace him/her, provided they have reached 
Adulthood. 


An HEIR is created like a Character through Custom Mode, but also obtains some advantages from his/her parents. 
When a player decides to use an HEIR, he will be automatically considered as a Character (or Shield Maiden) and he will be able 
to have his/hers own HEIRS and so on, but all the HEIRS generated by the Father/Mother will be discarded. 


An HEIR Generated from two Nobles, must select the NOBLE FEAT which will only cost one FEAT instead of two. 

An HEIR Generated from a Noble and a Blue Blood can must obtain the NOBLE or BLUE BLOOD FEAT, while the first will only cost one 
FEAT. 

An HEIR Generated from two Blue Blood can select the BLUE BLOOD FEAT. 

An HEIR from a Noble an any other parent outside Marriage, must obtain the BASTARD FEAT instead. 


